
‘The Sidventure 

^ail, One! Our land is in need of a 

* j / stalwart Hero, one who wid Brave perils 
^ too horrific to consider. A plague has Be- 
fallen die ‘R^alm, a scourge is upon the land! Our 
vidages lie sack^, ruinous mounds cf ashes where 
onu trod peasants stout of heart and sound of 
mind, where once lay fields of grain and fruit, 
where kine and fowl grew fat upon the Bounties 
of our fair Sosaria. manner of ziHckcd and vile 

creatures prey upon our people and ravage the 
land, 'dis the doing (f one so evd that the very 
earth trendies at the mention of his name. 





Odondain the Wizard hath zvrought his madce 
wed. Our noBtes Bicker amongst themselves, and 




each hath retired to the confines cf his heep in hopes 
of loatching the dozmfalCof his rivals. Verdy, die 
"Evil One hath heaped indignity upon curse hy re- 
leasing upon the IK^cdnt a host of creatures and 
Beasts so Bloodthirsty and zviched that our defense- 
less people fall as grain Bfore the reapers scythe. 
‘These denizens of die underworld hold sway over 
all that can Be surveyed, save for the strongholds 
of the noBles Besotted widi their own amBition. 
O^where in our onu peaceful country may a travel- 
ler find scfe passage or lodging, save in the keeps 
of the self-proclaimed kings - and they demand 
hard labors for their indu^ences. 

Only the young Lord ‘British remains steadfast 
in the vision of a peauful and united Sosaria. In 
his castle and his towne the pure of heart wdlfind 
an ally and replenishment for the needs of one who 
hath chosen to fight for the H(falm. 

J^id us in ridding our land of die scourge that 
hath B fallen us, O IS^Ble One. ‘We Beseech thee, 
for without thine aid we shall sure^ perish Before 
the onslaught of die malefkent necromancer. Slay 
the evilOdondain! 
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!feUbu>s/iip 

^ tJht. (ands of Sosaria am populated By 
I # adiversity effaces as varied as tfteele- 
merits. IFrom the tiniest BoBBit to the 
most tOTveriny human, ourfoCfshozv a strenyth 
of character unhjtoum in other parts of the world. 
‘Until the coming of die foul 9dondain, ourfolf^ 
lived in harmony and worked together in t^ true 
spirit of comrade-ship. ‘The principal inhoBitants 
of Sosaria are: 

iHuTIUltl' ‘Endowed zvith a natural intellect higher 
than any other race, the humans am the BachBone 
of Sosarian society. Ifound in all walhs (f hfe, they 
am strong of Body and f une^ded spirit. 

^Eff: Shorter than their human counterparts By the 
span of dime hands, the elves of Sosaria am slight 
(f Build and sziHft of movement. ‘Iheir superior nat- 
ural agility mahgs them ej^cedent musicians and clev- 
er thieves. M home amongst the trees of the deepest 
forest or in die alleyways of the capital, ‘The So- 
sarian Efmahes a stalwart companion and 
a relentless foe. 
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(DzUdlf: fountain foC^and Ugmdary miners, 
the dwarves of Sosaria stand hut fudf a human's 
height, yet often outweigh sCender elves. ‘Ihey are 
matchless in courage and possess an inordinate 
endowment of natural strength. O^ver accept the 
Sosarian ‘Dwarf 's chadenge to wrestle for drinJcs 
in a tavern, unless thy supply of gold he endless 
and thy generosity ample. 

IBoB bit: small and gentle rau, the Sosar- 
ian ‘Boh hits are heheved to have come to our 
aim from a distant place. ‘They are said to 
favour mountainside meadows and the serenity 
afforest clearings. ‘Their diminutive height being 
even less than that of a dwaf, they shun any tasfi 
that involves hard, physical labour, preferring 
instead the pursuits of study and contemplation. 
‘Babbits are naturally wealQ yet possess a 
serenity indicative cf prefound wisdom. 


iPrefessions 

‘Jdmist tti, professums practUtd By ourfoOcare 
numerous, there are hut four courses of action that 
may hefodowed by the novice adventurer. 

‘These are: 


0-igflier — rigorous training invoCved in 
[earning to Become afigfiter resuCts in a stronger/ 
more agile adventurer. The f:ruyude(^e acquired 
during t/iis period permits die fighter to use vir- 
tuaOy every hind of weapon that might Be found 
inSosaria. 

CCcric " j? profession suited to those who are of 
an introspective nature, the study of the ways of 
the cleric requires patience and results in a good 
deal cf uHsdonu Such is their calm and concentra- 
tion that at no time zvid die proper sped cast By a 
cleric fail to attain its desired result. 

^Hizcird — Ho Become a zvizard in our li^ahn, 
one must study long and ddigently, poring over 
ancient zvritings and dusty tomes. Tdastery of the 
arcane arts comes not easily, yet such training 
hones the intellect to a superior efqe! Hie fruits 
cf die long years cf discipline are deemed to Be 
worth the ffort, however, for cndy die zvizard 
may purchase the necessary supplies for the cast- 
ing f the more powerful enchantments. 

*Jhief — Tihilst not a prfession held in die 
highest esteem among those charged zvith 
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maintaining the puShc order, thievitg is a trade 
that often serves die adventurer zvelC Odany of 
die e7(p[orers finds are guarded By dever and 
devious traps that require nimBCe fingers and 
a dexterous hand. Larceny and the opening cf 
Cocks comes much easier for the thief than for 
other mortaCs, for they who fodow this occu- 
pation are endowed with e^eptionaC qgUity. 
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CastCes & l^ozvnes 

^ osaria is a Cttnd dotted mth thecas- 
^ des erf tfie nohdity orf the K^cdm and 
unth numerous tozmes xvherein the 
traveller might purchase supplies and proven- 
der. ‘Tozmes and castles 
may Be entered freely, 

But zvoe to the one zvho 
rfoohshly is apprehended 
in an act of thievery, for 
the puBhe order is main- 
tained here By Burly 
guards zvho fear none. 

castle is held By a rroBle, die ‘King 
of his particular region, ‘disit these local rulers, 
they have much to (rffer the adventurer. ‘Tie 
castles are often Built of stone and peopled 
zvith merchants, courtiers, guards and fools. 
‘Bezvare erf the jesters, for although they 
amuse, 
they 
may 
also 
deceive. 


It] 


Jc 


)ICZDI(111DI( 



•)T( )T(1TI1)TC 




Shoppes 

he merchant doss of Sosaria is the main- 
stay cf the Hi^ahn's economy. Jid man- 
ner cf trade £oods -foodstuffs and the 
handizuorfcjf CocaC artisans - can he found in the 
toxone and castie shoppes. An adequate supply of 

gold zvill help to equip the 
adventurer zvith every- 
thing from rations to the 
most esoteric of zveapons. 
Some f the more common 
emporiums include: 




Armoury -- The tailors cf protective garments 
azvait your pleasure in the armouries of Sosaria. 
The finest craftsmen in the H(^ahn ziMszviftlyfit 
out the adventurer in a suit made cf zvorhed leath- 
er or metal. ‘Price varies according to the level f 
protection offered By the suit of armour. 

nA^eapOflS " ‘Ihe zvorhers cf metal in Sosaria 
krunu no peer. Ifrom a simple carved mace, rein- 
forced zvith good iron, to the most e^guisitely 
crafted greatszvords of tempered steel, the zvea- 
pons found in the shoppes of die ‘Rg.alm are truly 


zvoT^ of art. 'Its rumored that some of the arms 
one may find in the distant reaches of our [and 
surpass SeCief. 



^runsportCltion -- Ti^hdst one may travd 
throughout much of the K^ahn afoot, there are 
alternate means of transport that mahe short jour- 
neys pass more quickly, Conger Journeys feas- 

iSCe where once such voyages sumed unattaimSCe. 
Common modes of travel include the use of horses 
and of sea-going vessels. ‘Uncommon modes of 
travel are also rumoured to e?cist. 

C^agic •• lA once-forgotten discipline, the study of 
magic has enjoyed a renaissance since the coming 


of evU^ fMondaitu Many fiotd the. Sdief tfat 

sorcery is indeed needed to comBat sorcery. *Ihe 
practitioner of die arcane arts can purchase the 
needed tools of the trade in various magic shoppes 
scattered throughout the *Rs(dm. 

J-00(C — iHpne can Cive zidthout sustenance. The 
food shoppes of Sosaria provide die (ocaC popidace 
zoith fresh produce and meats, luhiU the adventur- 
er can find provisions therein that zidd Cast for 
iveek§ in the wilderness zoith no special care. 

CPuSs — Idle people cf our land are not zoithout 
a urtainfondness for strong spirits and lively com 
panionship. Most settlements are graced zoith puS- 
he houses where a tankard of strong ale from the 
region cf Trinsic or a flagon of the best yheUm 

mead may be had for but 
a few coins. Many of the 
people found in these tav- 
erns are quite friendly, 
and the ones serving the 
drinks are often foun- 
tains of zoisdom 
and gossip. 
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(Dungeons 


O UT [and is an ancient one, where strange 
and wondrous beings once wcdkgd the 
earth and civiCizations rose and fed. 'There 
are numerous underground Cabyrinths to be found 
throughout Sosaria, the handiworbiqf unspealigbbe 
creatures and unknown forces. 'These mazes have 
become the dweCGngs of many (f the horrors un- 
Ceashed by Mondain upon our poor [and. Indeed, 
the [owest depths cf some (f these hedho[es contain 
creatures that make even the staunchest warriors 
b[anch and tremble. 




O^ct these suBterranean passages also contain 
caches of the UC-gotten gains of the predations of 
Mondain's minions. An intrepid adventurer can 
finance many an ejq^edition zvith the spoils cf a 
carefuC foray in the dungeons cfSosaria. liBearhen 
to my -words: Hdie use of e?(treme caution is needed 
when e^cploritg underground The corridors of the 
dungeons are Gned zvith the Bones of e^pCorers who 
overestimated their aBiCities! 


StarwaCfcing 

efore die archmage Odondain can Bede- 
w feated, one's mettle zvdC first have to Be 
tested in the farthest reaches of the heav- 
ens. Tis said that the T.znl One has formed aCGanc- 
es zvith starwaOqng monsters cf unparadeCed 
savagery. These malicious creatures stand poised 
to swoop dozvn upon our people and devastate 
them. The need to slay die -vile zvizard is redouBled 
in diefau of this threat. 

Should a champion emerge from the mists of 
legend, the means By which, to comBat this menace 
frcm the sl^ zvid appear - so say the prophets. 
The legends which foretedcf this hero include a 
numBer of zvritings and several Badads sung By 




tfie Sards of our^^aStn. j^mong more, recent 

discoveries pertaining to tfie coming cf the star- 
waCkgrs is an arcane manuscript, found on the 
foothihs of 9dt. ‘Drash. Sinu it appears to hoCd 
instructions for the use some form cf transport, it 
Sas Seen Sroadcast throughout the [and in hopes 
that it might prove us fid to one engaged in the 
quest to ridSosaria <f Odondain. Hdie suSstance 
cf the document is as fodows: 

^ T' 

in the heavens, each vehicaC has the means to 
controC rotation, as toed as thrust and retro (reverse 
thrust). In the front view mode one can turn (eft, 
right, cdmS, and dive. 

**2^ starways are divided into 49 sectors on 
a?7i7 grid. In the top view mode one can see all 
zdthin the current sector, j? Cong range scan may 
Se oStained Sy use (f the 'Inform' controC. Con- 
sult the (Pilot's (Rferenu ManuaCfor die symSoCs 
needed to interpret a scan. 

'One can jump to the nej(t sector in the direction 
of current traveC Sy using the dCypeijump capaSiC- 
itycfthe vehicle. 

CDochjng with starSases can Se attained at any 
of the unused dochitg ports and shoidd Se made 


cm^ at sCoTV speeds ivfiiU headed direct^ into 
the port opening. Ji docking fee is required. Upon 
docking, a ‘Base Ccmtmand query untC Be issued 
and die pilot is e^cpected to indicate the direction 
toward die ne^ vehicle that will Be used. 

^Runtry takes place when your ship passes over 
the lands of Sosaria. Only die shuttle craft 

has heat shields. Idny vdiicle rvill incinerate if it 
collides with a star. 

One may encounter and engage in comBat zvith 
hostile Beings in the heavens. Once comBat has 
Begun, the pilot cannot return to the top view mode 
until cdl enemy craft have Been driven from the cur- 
rent sector or the pilot has chosen to hypeijump to 
the ne?ct sector. I!MiP0!RiXl^l9^: Chatting from 
front view mode to top view mode at high speeds 
widsureiy result in a fatal coltison. Be wary of 
fud levels and shield condition, ship without 
fuel drifts forever and a depleted shield spells 
urtain death. 

C)ur most learned scholars have translated the 
document into the common tongue of die Bscdm, 
But certains terms and phrases have no meaning 
even to the most erudite sage. 9<^nedidess, such is 
our desire to Be rid of the scourge of Odondctin 
that we make this information availaBle to all 


iJie O^agicat Sirts 

s tmniioned dsezi/fiere in tfiis manuscript, 
\/\ tfU practice cfttwgic find once dkd out in 
Sosaria. The poxuer of the mystic tradi- 
tion proved too corrupting for the general popu- 
[ace and the lords cf the land decreed that all who 
dabbled in sorcery were to be banished. Twos not 
until the coming of Odondain die *Wic^d that our 
scholars once again unearthed the dusty tomes that 
contained the records of the once flourishing arcane 
arts, and set about to retrain adepts in the use of 
enchantments. Our leaders reahze that once the dis- 
cipline of magic is reawakened, it shall never again 
be put to rest. Such is our plight that even the most 
dreaded of the arts is laid bare to all who xvilltry 
to learn it and who swear to use its powers to com- 
bat the spread (f Odondain's vile influence. 

^hile those naturally bom to the practice of 
sorcery, who can invent their oum enchantments 
and forge new ground in the arts, have yet to 
emerge as poweiful wizards in their own right, 
a certain progress has been made. There are four 
artifacts available to the budding mage which 
will enhance the ability to weave enchantments: 
Staff, Wand, Idmulet, and Triangle. The latter 
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is a mo£ica[ sword that may also serve as a wea- 
pott. Several powerful speCCs/ which wi^ cost the 
buyer in both gold and e;(perienu, may be pur- 
chased in the mo£ic shoppes (f Sosaria. 

These include: 

The ability to be physically transported 
a short distance while underground. 

CTcate -- The ability to creau a wall of magical 
force directly in front of the spedcaster. 

(Destroy -■ The ability to remove a wall of mag- 
ical force that blocks the spedcaster s path. 

— An enchantment hurled at a foe in front 
of the spedcaster. If successful this cantrip will 
destroy the opponent. 

Ladder *DozOtl — This enchantment creates a 
magical ladder which permits the spedcaster to 
descend to the rwet levd cf a dungeon. 

Ladder dip - This eruhantment creates a mag- 
ical ladder which permits the spedcaster to ascend 
to de rw(t level of a dungeon. 

(Magic Missile — The abihty to strike a foe zvith 
a b^t of magical foru. The more skided and wed- 
equipped the spedcaster, the greater the damage 
inflicted by de blast. 

Open — This sped permits the opening of coffins 
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at no riskjo tHe speCC caster By magiaUIy 
disarming any traps. 

(Prayer -- *lHe oBiUty, zoBm in dire straits, to 
calC upon one 's personaC deity in Hopes of finding 
a way out of a pressing dUemma. SBouCd Be used 
onCy when the speUcaster is in serious need of 
divine aid. 

nJiis sped permits the opening of 
chests at no riskjo the spedcaster By magicady 
disarming any traps. 


*IJie (Bestiary 

he (Rsaitti of Sosaria is popuCated By a 
variety of creatures, Both naturaC and 
unmturaC. Ihe [otter group hath Been 
on the increase since the coming cf the ‘EvdOne. 
nJirough the efforts of a posterity-minded fezu, a 
coCCection of names and descriptions cf the more 
common Beasts hath Been compiCed and may Be 
perused herein. 

d^rcfier, [Hidden -- So Caching in courage are 
the minons of the viCe Odondain that his [Archers 
only ply their trade from hiding pCaces high in die 

treetops cf the forests cf 
Sosaria. Hheir aim, none- 
theCess, is accurate and 
many a traveCCer has died 
toithout ever knoiving 
rvhenu came the dead[y 
rain of BarBed shafts. 

(Btdron-lHuge, Ceather-shinned daemon Cords, 
the (BaCron are perhaps the most fearsome cf the 
eviC minions of Mondain. Armed zvith vicious 
BarBed whips and the aBidty to cast devastat- 
ing fireBads at their victims, these zvinged scions 
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of !}M[ have, jproved to 
6e nemesis of tfie 

fUnver of Sosarian 
kjiigfitfioocC. 


(Bat, Qiant Mtfwugfi tfie Sosarian Qiant 
‘Bat is But a dumS Brute, tfus targe cousin of 
the more common vam- 
pire Bat found in other 
Cands is indeed a men- 
au to those unfortun- 
ate enough to disturb 
its suBterranean sCumB- 
er. ‘The Qiant ‘Bat does 
on a diet of animat BCood and is not averse to 
feasting on adventurers. 

(Bear -‘The fHiCt ‘Bear 
tozvers over the tatCest 
human and is armed 
zoith saBer-Uhc ctaxvs 
capaBte of rending even 
the stoutest ptate ar- 
mour in a singCe BCotv. 







*I/ie specks was first sighted on the slopes ofOdt. 
‘Drash, but hath since spread throughout the (and. 
These creatures are expremelg UC- tempered and wiiC 
attach_witfwut provocation. 

CdTtion Cfcepcr -- These loathsome worms in- 
habit the deeper reaches of most dungeons, where 
they feed on the corpses of any luckless creatures 
they encounter. The numerous legs on their segment- 
ed bodies are equipped 
zoith small barbs that al- 
low them to move quichz 
ly on walls and ceilings, 
as well as along corridors. 
Carrion Creepers should 
be avoided at all costs. 


CycCops - race of bdGgerent, one-eyed giants, 

t^ Cyclops dwelt inSosaria long before humans 

ever landed on these shores. 
‘Driven utulerground many 
years ago, the Cyclops long 
to return to the sufau and 
drive humans into the sea. 
‘Beware, for they zihll attacfi 
any adventurers on sight. 
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^DciCinott -- y^ieru, Sat-ivnyed fwrrors armed 



TVitfi cruet totems and Sorted tridents, ‘Daemons 

were un^nozm inSosaria 
SitSerto the advent of 
Odondain. (Drinfers of 
human souCs, Daemons 
are said to relish, the 
screams of tortured hu- 
mans above ate else. 



(DciTf^QQligfit — Such is the corrupting influ- 
ence (f the fend (Mondain that even the most vir- 
tuous cfSosarian chivalry are subject to fad un- 
der his sway. ‘The land is 
now b fouled with Darfi 
9Qghts - predatory war- 
riors who seekjo waylay 
innocent travellers and to 
rob them of their hard- 
earned goods. 




(Dragon (Turtle - These fire-Sreatliw^, aquatic 
dragcms inhabit the seas 
around Sosaria and are 
considered an even 
greater menace to mar- 
iners than the zoinds of 
a typhoon. They are pro- 
tected by a shed tougher 
than enchanted plate armour, and thus are ejc- 
traordinardy difficult to defeat in combat. 



(Ettin --Travellers in the forests of our land have 
oft been fooled into thinking they have draivn near 
to a group cffedotv e^lorers when they encounter 
an T.ttin, for these two-headed monstrosities have 
been kpown to carry on 
heated discussions zvith 
themselves. An 'Ettin in- 
variably abandons its 
dialogue when it hath 
the chanu to attacfan 
adventurer. 
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QcCcUinous Cube -- Catud 'dungeon-sweeper 
By some, die gelatinous CuBe is a suBterranean 
dweder tBat roams corridors in search of food. 
Their Bodies are composed of a dear, corrosive, 
jedy-Uhe suBstanu which renders them diffiadt 
to see. But they may sometimes Be detected By 
the remnants of armor or deBris contained with- 
in them. They are omnivores, digesting anythitg 

they find after 
oBsorBing it in- 
to their massive 
Bodies. Contact 
zvith a gelatin- 
ous CuBe hath 
ruined the ar- 
mour cf many 
a hardy warrior. 



Qremlms - O^iscfaevous kpi oftfx troCCs and 
(hard men, Qremlins are underground creatures 
of voracious appetite. favorite diversion is to 
steaCtfuCy approack urnvary traveders and piCfer 
dieirfood rations. Odany an adventurer hath 
Seen consigned to death Sy starvation belorv 
die surface of Sosaria as a resuit of the antics 
of these creatures. 

9(ood - 'When the corrupt infCuenu of the un- 
speakffhCe 9dondain spread throughout the Hipahn, 
even some of our staizvart peasants fed under the 
sway of the eviC wizard. 'These warped individuals 
now roam the countryside attaching traveders. 
'Wfide unshided in t/ie use of arms, they nonethekss 
pose quite a nuisanu to adventurers. 



InvisiBCe Scel^r - Among the most dangerous 
of the denizens of the catacombs beCow our [and is 
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t/k InvisiBleSeelkr. 9\(gne Have ever sun one of 
these horrific stayers, for they are - as their name 
implies ■■ unseeaSte. ‘Iheirpresenu is usually first 
detected xvhen open wounds suddenly he£in ap- 
pearing on the body of a victim. nJiey are, how- 
ever, susuptibCe to harm from most weapons. 

JQligfvt — Lihe their forest-dwed&ng counterparts 
the (Darh_9Qiights, the predatory 9Qiights efSosar- 

ia are warriors who have 
forsaken the ways cf Chiv- 
(dry for tdie paths of T,vil. 
ndrey arefieru opponents 
and must Be treated with 
care if one is to avoid an 
untimeCy demise. 

Lied •• ndie Lich. is an evid speUcaster who, 
through the necromantic arts, hath entered a state 
of (wing death in order to proCotrg an unhoCy reign 

on earth. Woe to the e?cp(or- 
er who stumbles upon the 
(air of a hch,for the undead 
mage widguard its domain 
fieredy and attachiwithout 
hesitation. 




fAzord 9d(in -- ‘When iKfondain first came to 
our (and he peifomted unspeahaSCe e^cperiments 
zoith his servitors and the 
fieru reptUes that inhaSit 
some of the streams and 
rivers in the south of our 
(and. ‘Ihe restdt tvas the 
Lizard 9dan, a Being 
Both reptidan and hu- 
man in a sing(e Body, armed toith cruel teeth and a 
disposition to match its appearance. 

(Afitmc " *Beware the treacherous (Mimic, for it 
hath Been the doom of many a dungeon e?(p(orer. 
Disguised as a tempting treasure chest, the Mimic 
patiently azuaits the over- 
(y-curious adventurer. 

'When die victim makes 
as if to e 7 (amine the chest, 
die (Mimic attacks zvith 
a ferocity unirmtched. 




(hfind ^flipper • - Ihdy hideous, the (Mind 
'Whipper is a Being zvith die Body of a human, a 
face that resemB(es nothing so much as the 
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unde-TsuU of a squid, and an unquencfiaSU tfurst 
for tfie mentaC mercies of its victims. Hdiefew who 



have survived encounters 
zvith Mind 'Whippers have 
emcT£ed as ScdSCing luna- 
tics, their minds flayed 
from their souls Sy the 
relentless onslaught of 
these terriBle creatures. 



Ihfinotaur - mentioned Sfore, the evil 
Mondain ey^perimented ceaselessly with, the cross- 
Sreeding of man and least in an effort to create 
the ultimate soldier. if the creation cf the 

dread LizMrd Man was 
not enough, the vile 
zvizard also mated the 
famed 'Baratarian fight- 
ing Bull zvith some of his 
followers, resulting in the 
Minotaur - a horror that 
walks oti two legs like a man. But which has the 
head and the cruel horns of a Bull. 


O^CTOnUincCT -- nihe M^romanurisa mage 
whose specialty is the practice of die arcane arts 
that pertain to the dead. (Practitioners cf such a 
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morSuC specmCty wen naturaUy drazm to tfiefouC 
O^ondain asjack&ts are to the carrion eftfiepCams. 

9^S CTCUtUTC --nJie seas surrounding Sosaria 
are home to a numBerof 
Beasts, among toBicH num- 
Bers tHe dread O^s Crea- 
ture. J^or many years these 
reptdian BefiemotBs were 
^iought to Be naught But 
the toorhitgs of the over- 




wrought imaginations of mariners. The sinking 
the frigate Pembroke in pCain view cf a smad 
armada hath disproven this Beiiif. 

Ore —Smad, pg-visaged humanoids, the Ores 
were the vanguard of (fdondains first advanu. 
THBai By nature, they are suB-human at Best, just 
a slight cut oBove true Bestiadty. They aBhor ad 
things human and cultured 
and wid Cay waste to any- 
thing fashioned By human 
hands. Tis said that they 
reCish the taste of human 
flesh. 
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(PirutCS -• 'IfU pirates tfiat infest tfte coastal 
zoaters ofSosaria are scourge of tHe honest 
mariner, p(y the waurways seeding un- 
armed merchant ships to plunder, and often press 
the younger crezo memSers into service as maraud- 
ers. Once engaged, a pirate vessel and its crezo zoid 
Battle to the end, seeding no quarter and 
offering none. 

f(Qtl£CT — Silas! "Even the iwble 'Rgnger, preserv- 
er of the zooodlands and keeper of the forests, hath 
fallen under the szoay of darkjMondain! These 
matchkss trailBlazers Cong zoatched over the pre- 
serves of the Sosarian noBidty, But as (Mondain's 
treachery took^hoCd, many <f them forsookjtheir old 
zoays and Became predators themselves. 9le zoho is 
pursued By a Hipnger must turn and make a stand, 
for once on a trail a !Ranger zoill never give it up. 



Qiunt " The underground passages of the 





*Rpihn arc protdtd [y oversized rodents, tHe resuCt 
of 9dondavn's necromancy and an aSundanu cf 
food in the form of victims 
of the "Evd One's minions. 

*Ihe Sosarian Qiant H(flt is 
a vicious predator and 
shouCd not he takgn Gghdy. 



Sf^tcton -- ndie progeny cf 9d^romancers and 
undead Liches, SheCetons are the animaud corpses 

of dead zoarriorsfrom 
xohich. thefCesh hath zoith- 
ered andfaiCen away. Tdiey 
fight tireCessCy in an ^ort 
to carry out the hidding of 
their darkjnasters. 



SpidcT, Qiant -- Jew moments hoCdmore Urror 
for the intrepid e^Corer than when a Qiant Spider, 
venom dripping from its fangs, is encountered in 
the corridor of a suSterranean Cahyrinth. nJiese 
creatures are dazzling in their agility and tireless 
in their search for prey. Jight wdl, orfau a 
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parc^zw£ siitig and the 
fau of Stcoming a [wing 
fiatchtTyfoT tfieir young. 


S(fuid, Qidnt ••Sosarian mariners stoop (eg- 
ends cf the ‘Krah§n, or Qiant Scjuid, in every puS 
in every port of the fRfoCnu 
These monstrous, crea- 
tures have bun fcjwton 
to rise from the ouan 
depths, seize a vessel in 
their [ong tentacles, and 
drag the hapCess vesseC 

and its crezo to a zoatery grave in die spau of 
but a half-dozen heartbeats. 



nictngCcr -- Looking for 
ad the zoorCd as naught 
but a vine-covered tree 
stump, the TiangCer lurhs 
in subterranean corridors, 
waiting to ensnare e^Cor- 
ers cf the underground. 




Once a ‘Tangier fiatfi enmeshed an adventurer in its 
tentacles, it zvdC hold the victim fast until starvation 
ends die struggle. Uu monstrosity then feasts on 
the corpse. 

— Long Stfore the coming of 9dondain, the 
common 
cutpurse 
was a 
plagiu to 
travelers 
inSosaria. 

Lurking in 

alleyways, poised Behind trees, and sk]ilking in dun- 
geon corridors, these indains are always ready to 
relieve innocent citizens of their vaiuaSles and their 
lives . 'Tis a servke to yourfedowSosarian to e^cter- 
minate a Hhief whenever possible. 

‘Trent •• 9{gtive to die woodlands ofSosaria, the 
evilLrent seems Uhe an ordinary oah_tree until one 
approaches near enough to Be ensnared in the grasp 
(f its pGant Branches. Once it hath crushed the l^e 
from die zfictim, the Hrent then devours it, leaving 
Tw trace of its prey to warn other travellers. 
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*\ApeT — Since S^ore tfie dazm of dzHGzatUm, 
tHe race of serpents fiat/i roamed die (and. (from 
the most fiamdess garden snal^ to die giant con- 
strictors, diese CegCess 
creatures Have always 
inspired fear in the hu- 
man race. In the case 
of the "diper, this fear 
is tved-founded. *Ihese 
vicious reptiles stride 
fiercely andfrequendy at ad who stray too 
closely. Their venom-laden fangs Bring a szoift 
yet painful death. 

lA^undcrittg *Eyes — odany a dungeon suher 
hath Bun startled to enter a darkened chamBer 
and Be gruted By a number cf eyes staring out 
of the murky Blackness. Stare not long, for the 
Wandering Tyes 
weave a hypnotic 
sped that entrances 
even the most strong- 
willed and (eaves one 
fielpless Before the 
magical onslaught 

that inexhtoBly follows mesmerization. 
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^WdHocf^ - - iRp^ue practitioners of tiie nuyical 
arts, 'Warfocks the eviC servitors of iMondain. 

'The Joid One hath trained them in the casting of 

BoCts of mystic energy and 
sent them forth to v/reak^ 
havoc among the popuCace. 
Stay them f ye can, for the 
arcane arts should never 
Be used for toick^ purpose. 


^Wrdith " Summoned from the nethermost re- 
gions of 9de(C By Odondain's perverse enchantments, 
Wraiths are the restless souls of dead clerics. Once 
on the material plane, they 
drift aBout seeking potential 
'converts' to the discipline 
of “Evil. Since one must first 
die in order to Be converted, 
'tis strongly advised that 
their entkements Be resisted. 




Zont — Little is Iqioum of the mysterious Zorn. 
'Th a creature that not only defies logic, hut that 
seems to defy the very laws of nature. It can hur- 
rozo through anything and is completely omnivor- 
ous. In Battle it seems to generate far more force 

than one would 
estimate possible 
from a creature 
of its size. 'When 
slain, the 2lom 
quiclfy evapor- 
ates, thus none 
have ever Been 
studied closely. 
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